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Portable cardboard game board for playing Chinese Checkers, chess, and checkers. Colonel James C. Hughes
received the game in a Red Cross box while being held as a Prisoner of War (POW) by the Japanese during World
War II. Born in Topeka, Kansas, in 1888, Hughes served in the Mexican Border Conflict, World War 1, and
World War 1. In 1942, he was captured by the Japanese on the Bataan peninsula and spent the next 41 monthsin

various Japanese POW camps. He was liberated by Russian forces at Camp Hoten, Manchuria, in 1945. Hughes
diedin 1964 and is buried in Arlington National Cemetery.

Date: between 1942 and 1945
Callnumber: 1971.73.186

KSHS Identifier: Museum ID: 313247
Item Identifier: 313247
www.kansasmemory.org/item/313247
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How to Play CHECKERS How te Play CHINESE DISK CHECKERS

Chinese Disk Checkers is
a streamlined version of
the noted Chinese Checker
game as played with mar-
bles. The use of Hlat playing
disks instead of marbles
has made possible this
unigque folding pocket siza
board, so that you may
now enjoy this grand game
everywhere—on trains, at
picnics, parties, boatrides,

THE Clz';AMEl —c'iFhibs gtczme
may be playe y from
2 to 6 Players. Each Play-
er takes 10 disks of one
color and covers the 10
circles on the triangle of
his point };:i ;111‘9 star. 1l“2
! , each takes opposite |
moved either forward or backward. - ! Elt:ry points—3 every other
The position of the board and pieces at the commence- | star point, etc. The game is started by anyone and the play
5 5 1 point, g
el o lhmaagctme is shown in the above illustration. The | eontinues to the left of starter.
plu’gs are e only on the black squares numbered from 1/
fo 32 as indicated, the numbers always commencing at the | OBJECT OF GAME — Each Player aims to move all of his
side of the board occupied by tha green men. The moves | disks across the board to cecupy the star point ef the same
are indlﬁicrtgdi Bc:s f_O]IOW?? 14-18, a :ﬁotve from sxi:[a.zqre 114_ to || color directly opposite. The first Player doing so wins the game
square 15; J-16, g jump [rom squdre 3 square 18, involving | #
the capture ot an oppoesing pigc‘;: 16-30, :c[ double jump, with | . THE PLAY—Each Player, in turn, moves 1 disk only—either
the capture of two opposing pieces, ete Pl circle in any direction, or ] or more jumps over cther disks
The iollowing are the best-known checker openings, thg! {either his own or opponent’s) but the moves must be made :

moves of the two players being given alternately in euch\i. along the straight lines which connect the circles on the |
case. (1) Alma. 11-15, 23.19, 8-11, 22-17, 3-8. (2) Ayrshire /[ board A Player can move only nne space or circle at a time, ]
Lassie. 11-15, 24-20, 8-11, 28-24. (3) Bristol. 11-16 24-20, 16-19 | but he may jump any number of his own or his opponent's
!:) Cross. 11-15, 23-18. (5) Defiance. 11-15, 23-19, 9-14, 27-23. || disks, zia-zao~ing in any direction, so long as EACH JUMP

CHEC eces, 12 on each side. The'
object is to capture all his opponent’'s pieces by moving over |
or jumping into an opponent’'s vacant sgquare, or to block
them so that opponent's men can not be moved.
A player must take an opposing piece when in a pesition |
to do so. When a piece reaches the last row of the op- .
nent’s side of the board, it becomes a King, and can |

6) Dyke. 11-15, 22-17, 15-19. (7) Fife. 11-15, 23-19, 9-14, 22-17, If is in a stra'aht line over single disks. Two or more disks in
59 (8) Glasgow. 11-15, 23-19, 8-11, 22-17, 11-15. (9) Kelso- | a row alwavs form a block. Disks that are jumped remain
;:zrn]?fs. 91?315.”2%-1%! ;;D)MLGE:! I;'T;'ld II.‘I:dlg -5-:2 gﬁlﬁlg Ig-{é. | om the board and ar~ not to be removed.
a [ i, 11-15, 22-17, 8-11, 17-13, | g g T

15-18] (12) Old Fourteenth, 11-15 23-19, 8-11, 22-17, 4:8. (13) | IMPORTANT — While it is -ermissible to move into an
Second Double Comner. 11-15, 24-19. (14) Single Corner. 11-15, | opponent’s star point. it is aqainst the rules to remain there
22-18. (15) Souter. 11-15, 23-19, 9-14, 72-17, 6-9 (16) Switcher. | ‘7 prevent ancther Plaver from moving in to finish the game.
11-15, 21-17. (17) Whilter. 11-15," 23-19, 9-14, 22-17, 7-11. | When vlaving wvartners, the person finishing first may assis*
(18 Will o' the Wisp. 11-15, 23-19, 9-13. his partner to helo win the aare.
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